The aims of this Hybrid approach are to analyse and predict types of internet users in Indonesia. This study uses online-based participant observation method to collect its primary data and then proceed to assess it with the genetic algorithm analysis method. The data of ethnographic approach was analysed using thematic analysis.
Introduction
Internet Addiction had become a phenomenon in modern society, whereby online games and other forms of entertainment can be accessed easily on the internet. Currently, type of internet users diverse; ranging from adults, teenagers, to underage children-all can easily interact and connected by the online network [1] .
The potency of internet addiction immensely facilitated by the development of smartphones with access to the internet. This technology development induces people's interests toward gadgets; in which context allow them to conveniently access online games and other forms of online entertainments-including social media, blog, and streaming website. The Internet itself, according to some works of literature, has the potential to create a 'flow experience' for their users [2] . Therefore, it is reasonable that online activity-such as gaming-can induce the users to surf for an extensive amount of time and even neglected their other activities. The The 2nd ICVHE concept of internet addiction in this research identifies as 'when online activities had overwhelmed the user and caused problems in the user's social live' [3] . This identification is based on the criteria from Diagnostic and Statistical Manual of Mental Disorder-V (DSM-V) that generally utilised by psychologist and psychiatrist in diagnosing the symptoms of addiction. Nevertheless, the term of 'video game addiction' is rarely studied by scholars and most of its argumentations are solely based on public hysteria [4] .
The urge to provides new perspectives regarding internet addiction had encouraged this study to conduct interpretive ethnography approach, which emphasise the efforts to examine internet user's attachment to online entertainments from the user's own perspective. Findings in this research then used as the foreground for genetic algorithm formulation for data analysis, where the algorithm is expected to project the potency of internet addiction-both in online gamers and non-gamers.
The advantage of interpretive ethnography approach lies in its capability of presenting a systemic representative on how the subjects conduct, experience, and develop their social interaction. The utmost important factor of this approach is that behaviour of this study's subjects is not assessed externally by researchers; but instead, it is interpreted internally by each subject based on their online activities [5] .
Until recently, various scholarly works on internet addiction conducted using existing theories as their guideline. Hence, to date, efforts to schematise the pattern of internet addiction were not directly abstracted from subjects' perspective but generated from the third person's perspective (the observers). Through ethnographic approach, researchers of this study will produce concepts, categories, patterns, and models that reflecting subject's experience, feeling, and thought. As the result, findings of this study are purely subtracted from primary data and not based on any existing scholarly literature [6] .
On the other hand, the genetic algorithm method effectively supports this study to convert and systemise ethnographic data into a statistical model of computing, which later supports the analysis and research findings formulation. Genetics algorithm method of soft computing imitates ways the human brain works; hence it can be used to analyse several variables that affect subjects' addiction to the internet.
Basically, this method can be used to identified and analysis multiple plausible causes for numerous subjects (multi-collinearity) [7] .
To summarise, this research aims to investigate internet addiction level on online gamers and other internet users, by utilising genetics algorithm to analyse ethnographic data.
Literature Review

Internet addiction
Internet addiction is a condition where an individual is unable to control their desire to access the internet. The addiction can appear in form of attachments to social media, e-mail, pornography, online gamble, online game, chatting, and other activities that related to the internet [8] .
Internet addiction in all forms had become a distinct phenomenon in modern society.
Presently, game online and other online entertainments can easily be accessed following the rapid development of the internet. In accordance to the internet's increasing popularity, its users' category also broadens, covering a various range of ages.
The invention of smartphones greatly contributed on the deeper infiltration of communication and technology in modern society's life. Different with the computer that has limited mobilisation, a portable device such as smartphone facilitates its users to connect to the internet in almost anywhere. This advantage allows the internet users to access online games and other of entertainments without the need to arrange a specific time and particular place for their activities. This circumstance increases the possibility of users' immersion-through flow experience-into the internet.
The stimuli from online games, particularly, encourages its players to feel intrigued and challenged. Online games present a higher degree of difficulties from one to the next level of the game; generating curiosity for its players to pass along after completing a particular mission or quest. The increasing difficulty of game's levels often accompanied by provisions of rewards in form of new items, credits, or skills for the next mission. Additionally, each level of the game usually presented a new challenge, obstacle, field, and even tools to attract players' attachment [9] .
With such immersive experiences, it is evident that online games can lead its players to immerse and continuously play the game-in some cases, the game even caused them to neglect their other activities. By the time online gamers had completely obsessed with a particular game, had difficulties in controlling their time or desire to play, and ignoring their social life; researchers of this study are able to identify their condition as online gaming addiction [10] . This identification is known as Diagnostic DOI 10.18502/kss.v3i11.2766
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The 2nd ICVHE and Statistical Manual of Mental Disorder-V (DSM-V), which usually used to diagnose a person that indicated with online game addiction [11] .
Prior studies on computers, online games, and internet addiction, for example, argues that high level of engagement on games often lead its players to experience some psycho-social problems without showing any signs of addiction. Therefore, not all online gamers can be categorised as addicts even though their attachment to games caused a disturbance in their psycho-social state. This proves that as a form of entertainment, moderate usage of online game is actually harmless [12] .
Other studies on online game addiction aim to identify players' motivation in online gaming [13] [14] [15] [16] [17] [18] [19] ; investigate supporting factors that caused online game addiction [20, 21, [22] [23] [24] [25] [26] ; explore the way to prevent, respond and cure online game addicts [27] [28] [29] [30] [31] [32] ;
identify biological and medical symptoms that shown by addicts [33] [34] [35] [36] [37] ; as well as to develop an instrument to measure when an online gamer can be categorised as an addict [38] [39] [40] [41] [42] [43] .
Nevertheless, until today, understanding online game addiction from the firstperson perspective has not been done in any research although it poses a great importance for this study. This type of research can contribute to project the development of game online addiction potencies in the future.
Ethnography
For this type of research, interpretive ethnography considered as one of the most suitable approaches to identify the dynamics of internet addiction based on the participants' perspective. Ethnography is a form empirical research that observes one particular phenomenon in its 'natural' setting [44] .
In its implementation, ethnographic research heavily relies on participant observation method. Through ethnographic, researchers are expected to understand the phenomenon of online game addiction from the first-hand players. Additionally, this type of research allows the online game addiction issue to be seen as a social phenomenon, rather than a mere psychology problem [45] .
Discriminant analysts
Discriminant analysis is a variant of the statistical method that generally used to create a classification. The genetics algorithm allows recurrence in the data to acquire the global optimum value. There are six steps in genetics algorithm:
1. Forming a base population which consisted from 100 chromosomes. The type of chromosome in this step is bitstring to support the variable selection process.
2. Evaluating each chromosome based on its fitness value.
3. Selecting parents to be duplicated by using roulette wheel selection.
4. Conducting the cross-linking process.
5. Conducting the mutation process. In this ethnographic findings, there are patterns that induce online game addiction in internet users, namely sex, financial allowance, age range, and parenting style.
